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INTRODUCTION

Karaccia is a classic heroic fantasy RPG setting for
low-level adventures, reminiscent of a thunderous
valley from the early 90s. Within you’ll ind an
overview of the eponymous valley, as well as a
great way to introduce players to both the setting
and to Troll Lord Games’ Castles & Crusades® RPG
via three adventures: The Crimson Caverns, The
Relic of Fallsbarrow, and The Brinkwood Thicket.

This module can easily be played with any OSR
(or even 5E) game system with minimal effort, but
is of course written with Castles & Crusades in
mind. Likewise, the valley of Karaccia can easily
be placed within the mountains of whichever
campaign setting you prefer, and the religions and
lore tweaked to reflect that, but it is written with
Mithgarthr Entertainment’s Vaedz'Eb setting as
the default. Together with MECC2: Nefford a
Beyond and MECC3: The Knaves of Neffor
trilogy brings new PCs from first level u
around 5th, and prepares them for adventurin
the wider realm of Imlar, which is de

MECC4: The Realm of Imlar.

These modules are perfect for st
style campaign with the Castles
The early adventures ar
players new to this st
general) can enjoy
frustration, while lear
game and the p

nd, the text presented
Castle Keepers/ Game
ow to use a module as raw

expand areas, what to do when your players are
crazy murder-hobos and go way off the path, nor
any other hand-holding here. You’ve got this,
though.

Svynopsis

Responding to a flier promising payment for
kobold heads, the party has gathered in the town
of Brink in the northern end of the valley. From
there, they set out on an expedition to the
Crimson Caverns, the known location of the
kobolds’ lair. After proving their met
those vicious scamps, the PCs are i
local head of the Church of Er
artifact from Fallsbarro i
the life of an impo

against

the

by a tribe of elv
will have to aid

raccia is a pleasant mountain
almost completely by sheer granite
ing half a mile into the sky. The basin
ded by impassable mountains, the only
s being a passage in the southeast.

wo rivers enter the valley. The first, known as
e Fallflow, drops in as the Echo Falls near the
town of Brink in the northwest and is fed by the
Hazelglade Creek before it joins the Corkorran.
The Corkorran river meanders in through the
hills in the passage to the southeast. The city of
Nefford is situated at the confluence of the two,
and from there it flows southwest to feed
Gorgewater Lake. The Corkorran then exits and
continues south from the lake, passing under the
mountains where it continues on underground for
some way.

The northern and southern portions of the valley
are covered with dense woods. In the north is the
Brinkwood — dark, wild, and untamed. In the
south is the more hospitable Stonedurn Grove,
though it too harbors dangers.
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Humans account for 75% of the population,
Halflings 15%, Dwarves 5%, Elves 4%, and
Gnomes an appropriately wee 1%. The Humans
are gathered mainly in the three towns of Brink,
Southshore, and Nefford. Brink and Southshore
are both ecclesiarchies (they are run by the head
clerics of their local churches) while Nefford is
technically run by a democratically elected town
council, but is in effect run by the two powerful
merchant families of Barleyfellow and Blackgrove.

The Halflings who don’t live among Humans
(which is the majority of them), live in the smaller
villages of Addersfield, Stanwyck Crossing, and
Wealdstone. Dwarves and Gnomes mostly live in
small clan settlements dug throughout the eastern
hills, which is also home to their sizable city of
Grimegarde. Additionally, a goodly portion live in
the Kneetown quarter of Nefford. The Elves have
a few small hamlets scattered about the woods of
Karaccia, though most are settled in the towngef
Gul Nalore which is nestled in the for
Stonedurn Grove to the southwest.

The Humans of Karaccia are generally
folk, more curious of outsiders tha
Halflings are similar, if not more a
the The Dwary,
disagreeable, do tend to keep
their Gnome cousins. Y;
working with the
adventuring, etc. —
festivities and social ga

Gnomes.

come off as col

warmly to t hemselves to

e mountains keep
ost extreme weather.
, and Summers mild and
ely reach above 90 degrees.
dry, and Winter, while cold, is
nt with gentle snowfalls through
Coldmonth, Newmonth, and

most of
Fathermonth.

The Humans Of Karaccia

Of the four groups of men created by I’crenhellem,
the people of Imlar (and thus, Karaccia) come
from Earth-folk stock. The Earth-folk have ruddy
complexions, hair that is brown, blonde, or red,
and hazel, green, or blue eyes. Men average 6’ in
height and 180 pounds in weight, whi
stand 5’8" and weigh 130 pou
patient, practical, and loyal fol
appreciate fine food an

are

course the

the common man;
e wizards, fewer still

ainly don’t spend their time
with cheap magic items and

, while the vast majority of Humans
g to the Church of Erm and are faithful to
goddess, few are called to actually serve the
hurch, and of those who do fewer still become
erics. Further, clerics rarely meddle in the natural
course of life for the faithful, of which injury and
sickness is a part.

One form of magic that could be considered
commonplace, alchemy.
Potions are generally easy to procure, depending
on the size of the market one’s searching. And,
unlike those often hawked by the unscrupulous
type in medieval Europe, those found in Imlar
work (usually...).

almost however, is

Common dress for men is a linen tunic with a
wool overcoat, linen underpants with wool or
leather breeches, and leather boots or shoes. Hair
is usually worn shoulder length and tied back,
though styles run the gambit. Women generally
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wear a linen smock under a wool kirtle, with
leather shoes. Hair is usually worn long, parted in
the center and braided, with a veil covering the
top if the woman is married. Of course, women
who are adventurers will likely dress for their job,
and not for the court. The most common colors
for clothing in the region are grey, black, red, and
green. Quality blue dye is extremely rare in this
region and must be imported, so it is almost
exclusively worn by nobles and royalty.

Time And The Calendar

Not even the greatest of scholars are certain as to
the shape of the world, nor how exactly it is
aligned to its sun, moon, nor to the stars in the
sky. What is known, though, is that the sun rises
each day and sets each evening, with early rises
and late sets in the summer and late rises and early
sets in the winter. The sun’s position in the sky,
though, is always directly east to west along the
equator; it does not waver throughout the year,

A full year, as measured between winter solsti
is 336 days. The calendar used in I
comprised of 12 lunar months of 28
each month beginning on the full mo

The year begins on the first of
on the Imlarian calendar coinci
solstice. The winter
Fathermonth and T
Flowermonth brings
Birthmonth and
The summer
aptly name

month and
well. Finally,
end when the

the first on

which are ed after the Church of Erm’s
creation story (which mirrors the actual timeline
of I’crenhellem creating the world; her persona of
the goddess Erm is more like her than any of her
other presentations). They are Sunday, Moonday,
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Waterday, and

Restday.

Windday, Earthday, Fireday,

The current year is 268 PS (Post Sceleris). This is
numbered from the year when King Henry
Elmson of Imlar slew the foul dragon Sceleris.

Another common reckoning of th
the founding of the kingdom, in
current year is 709 Al (A

mla

This adventure begi
Flowermonth, 26

The Ch
Other Re

The predominat
Church

of Erm.

o the good folk of Imlar. First
e Humans and Halflings she
dess of life and creation, Erm.
often during the first
s of Men, to guide them in living
es and celebrating the world in which
live. She will still manifest from time to time,
anymore her presence is mostly felt through
t clerics and their magic.

five

hough the worship of Erm has been with the
people from the beginning, the Church of Erm as
it exists today was founded in the year 3 Al Prior
to this, although worship of Erm was the common
religion, there was no central church and methods
of prayer and ritual could vary wildly from one
village to the next. The first king, Imlar Elmson,
realized that his people would be stronger and
more unified if he were to bring them together in
the worship of their Blessed Mother.

So, beginning almost immediately after assuming
the crown, he gathered holy men from all the
villages across the region — those who had joined
the kingdom and those who hadn’t yet — and over
the course of a year they debated holy texts,
compared prayers and rituals, and compiled the



doctrine which would establish the official, unified
Church of Erm.

The Church believes that all acts against life are
sins; abuse, assault, torture, murder, and the like,
are all considered to be inflicted upon the goddess
in addition to the wvictim,
punishments generally are swift and harsh.

and as such

The Church believes that life should be celebrated
and cared for, as life is a direct and powerful gift
from the Blessed Mother. However, it also
believes that the evil races and creatures are a
mockery of Erm’s gift, and should be snuffed out.

The Church, above all, reviles the undead and
those who worship the Prince of Undeath, Orcus;
these loathsome beings should always be sought
out, and destroyed when found.

Not all people follow the Church of E
however. To the Elves, I'crenhellem appe
great Tree Spirits. Most tribes of elves will ha
sacred tree they revere, around which t
built their communities, and Icr

communes with the sylvan beings in t
To the Dwarves and Gnomes,
communes through Grazdad
amalgamation of their ancesto
celebrating their ancestors,
in doing so they’re ¢
brought their ancesto

Orcus is anot

eath whom they call
ealed the true nature of
himself, though. Some of the
tations of Orcus are as the
serpent-go -Amdémn, the ancestor worship
of the orcs, and the goddess of death Sra’ha, whose
worship was briefly integrated into the Church of
Erm before being outlawed in the year 159 PS.

Player Characters

Players may make characters of almost any race or
class Castles & Crusades Player’s
Handbook, with the following exceptions:

from the

Half races do not exist on the world of Vaedz'Eb, be
they the relatively mundane half-elf, or the
abominations known as half-orcs.
(Dwarves, Elves, Gnomes, Halfling
are distinct, and are gen i
each other for creati
Erm’s beautiful
breeding with t
laughable at

1 of villages and towns that dot
araccia. Most of them are small,

DERSFIELD

is small Halfling village is the closest of any
others to Brink. Most of the 500 villagers are
sheep ranchers, with the wool from this area being
used all throughout the valley.

BRINK

Located just a few short miles east of the Echo
Falls, the farming community of Brink is detailed
later in the adventure The Crimson Caverns.




DALDOOR

Nestled in the hills along the Corkorran, in the
passage into Karaccia, is the small village of
Daldoor with a population of only about 700
people. Once known by the name of Nilbottom
(and prior to that many others over the centuries),
the village is famous regardless of its current name
for its road house, The Nervous Stag. Standing
proudly for the last 431 years, the Stag is known to
serve some of the finest ales in all of Imlar.

GRIMEGARDE
This city, with a population of 6,000 Dwarves and
Gnomes, is the largest Dwarven settlement in
Imlar which is not part of the Kamoz Kamozian
empire. Though, it is also the only Dwarven
settlement in all of Imlar which is not part of the
empire. The Grimegarde Dwarves split from the
Kamozian empire over 1,000 years ago as they had
interest only in mining and crafting, and none
with the wars the empire was engaged in at
time. Though peace did eventually return
Kamozian Dwarves, the Dwarves of Grimeg
remained an independent state. Here live s
the best, most renowned artisans not
Imlar, but on the entire world of Vaedz

GUL NALORE
This verdant, serene Elven vi
heart of Stonedurn Grove4

Nefford and Beyond.

MEANORA

A small village
is detailed la
Thi

ed roughly in the center
the Fallflow and Corkorran

SOUTHSHORE

Nestled along the southern shore of Gorgewater
Lake, Southshore is a fishing town about twice as
large as Brink, with a population of 5,000.

Southshore is detailed in MECC2: Nefford and
Beyond.

g settlements with
1aint river village of
g is know for the beautiful
vy maintain which crosses the
provides easy access to the

small logging village, Torrmouth is razed
tribe of orcs during the events of MECC2:
fford and Beyond.

ADDLEBY

This village is a common way point for those
traveling between Nefford and Southshore, as it’s
roughly half way and boasts a public house called
The Sore Foot which is known for having
especially fine meals.

WEALDSTONE

A Halfling farming community, the 300 residents
of Wealdstone generally keep to themselves.
They’re not unfriendly to outsiders, they just
rarely leave their home and equally as rarely have
visitors.

Woop’s HoLLow
This fishing and logging village of 1,000 people is
detailed in MECC2: Nefford and Beyond.



Dangerous Locations

Many locations on the map are labeled in red.
These are the locations of dungeons or other
adventure sites. The Crimson Caverns,
Fallsbarrow, Qachurai’s Sink, Stranglehole, and
Thalanil’s Pour are detailed in this module. The
Blackblade Clan, The Lair of Duobraxis the
Wyrm, The Lizard Cove, and the Yellow Hawk
Clan are all detailed in MECC2: Nefford and

Beyond. The few remaining are described below.

THE KARACCIAN DEPTHS
In the western-most area of Karaccia, a large cave
opening in the side of the granite cliffs belches out
gusts of wind which carries the stench of sulfur.
There are rumors that a great dragon lives in these
caverns; a handful of men over the years have
claimed to have seen the best coming or going
from the location. However, none have ever been
brave enough to find out whether or not the
rumors are true.

The Karaccian Depths are indeed the home
seasoned red dragon, Vermilarian Pestiferg
reasons unknown to any, Vermilarian e
valley of Karaccia and as such she ha
waste to any portion of it; the dragon't
northwest into the mountains t
close to 30 years since the las
leading some to believe th
has either died, left, or4
are true, though wit
been in for the las

s existence is likely lost, and
location is certainly lost; this

the Learne o founded and granted his name
to this valley many centuries ago. The few tales
that do survive tell of a tomb protected by
ghoulish traps and hellish magic, but which
harbors riches untold.

SILKWORM HIVE

A labyrinth of underground tunnels which are
home to giant silkworms. Industry around their
silk has began to spring up in the town of Nefford,
though the folks working the site have no idea
what horrors lurk in the deep, dark depths of this
hive.

VINVALDUR MINE

Once the pride of Gri
Mine used to be a pro
and iron mines. A
event known as
workers were

to come out of the
noises have been

Kobold has been causing trouble near
of Brink! This wily creature and his
1 band of rabble-rousers have recently moved
0 some nearby caves known as the Crimson

\Caverns, and they have been harassing a few of

e loggers who live in remote homesteads on the
northern side of the river. Father Stevyn
Coldmantle, the head of the town, has posted
fliers all over the valley, hoping to attract some
adventurous types to take care of Brink’s kobold
problem.

It is recommended that Human and Halfling
characters be from a homestead near Brink, as
having ties to the town will give them motivation
for the events of The Relic of Fallsbarrow. Other
races should be from the valley, but the exact
location isn’t important.

Once the players have gotten their characters
ready, give them Handout #1 and read the text in
the Starting the Adventure section aloud.



The Town of Brink

Located just east of the Echo Falls, the small town
of Brink is a lawful farming community of some
2,000 good folks run by Father Stevyn Coldmantle,
head the Church of Erm. Father
Coldmantle is an aging man in his late 60s who is
generally kind-mannered, dresses simply and lives
humbly. He has taken a young cleric named
Ariabelle Rosefall under his wing and is preparing
her to take over as head of the town’s church
when he retires. Both Stevyn and Ariabelle are
loved by the community, and love it themselves in
return.

cleric of

FATHER STEVYN COLDMANTLE
5t Jevel human cleric

AC: 10 hp: 14 MV: 30’ D: LG
Str: 9 Dex: 10 Con: 8

Int: 14 Wis: 18 Cha: 14

The center of town hosts a handful of busi
but most of the population is spread out a
homesteads which are located south of the ri
mostly within a mile or so of the town
There are a few goat ranchers who lj
grassy hills northwest of town, how
Halfling villages of Addersfield
Crossing both consider thems
as well.

s while in the
passing through,
at the church, where
ven. There is no fee to
nd they are guaranteed to be
for them as they leave town.

Assault, murder, slander, tithe avoidance,
blasphemy, and theft are all illegal. Most are
sentenced with jail time and/or fines, though
murder almost always results in public hanging.

Laws are enforced by the town guard which is led
by Brother Allecks Goldenfoot (a 2nd-level
fighter), who is an anointed man of the Church.
Brother Allecks is in charge of a group of ten
normal men.

BROTHER ALLECKS GOLDENFOOT
2 Jevel human fighter

AC: 12 (leather) hp: 19 MV: 30’ D:
Att: short short Dmg: 1d
Str: 13 Dex: 10 Con: 1
Int: 7 Wis: 12 Cha:

Save: P Int: Avg
HP: 6 each

wd male Elf, keeps a small
in stock. He has 1d4 of each
en time. He will also identify
for a cost of 75¢gp.

from Evil 300gp

f Shield 300gp

n of Heal Light Wounds 300gp
ion of Aid 800gp

OATWRIGHT
Grollen Humbleweaver, an elderly Human man,
sells simple river rafts (5’ x 8’) for 250gp. He'll also
ferry up to 4 people at a time across the river for
5sp per person.

THE CHURCH OF ERM

As the largest building in town, the church
the town hall. All
happenings in Brink are centered on the church.
In addition to Father Coldmantle and Ariabelle,
the church houses the men of the town guard, and
an additional four young men who serve as
acolytes.

doubles as important



‘Fhe Churchof =

Father Stevyn will cas®
injured in servic
50gp, and wi Banes, Remowve
of 150gp. It’s
kinds of services
e public; injury,
al parts of life, as is
lly doesn’t meddle in
s which Erm has established,
tions for those who put their
n service of the Church and its

iSO ose

ation of

GENERAL SMITH
Two smiths in town, Shaun Barlow and Tristan
Bird (both Human males), provide items like nails,

horseshoes, spikes, and other similar mundane
items to other shops and merchants, as well as
directly to townsfolk.

HORSE SELLER

Joris and Yoland Shin, a married Human couple,
sell riding horses for 100gp. A saddle and bridle is
20¢p, and saddlebags cost 5gp. Feed is 2sp for a
week’s worth.

LEATHERCRAFTER
Audra Windsir, a comely and flirtatious Human

female in her 20s, sells leather armor for 15gp and
studded leather for 30gp.



THE OBEDIENT SQUIRREL
A simple, two story inn and tavern run by

grumpy, middle-aged
Human male who tolerates few shenanigans.

Warmund Marinus, a

Ale 5¢cp Stew lep
Beer Isp Fowl lep
Wine 5sp Mutton 2¢p
Mead lgp Room lgp
PROVISIONS

Two different general stores are_in ‘town; ‘they
usually have the same stock. @ne isyrun by the
jovial Terence West (a middle-aged Human ‘male),
while the dour and short-t€mpeted FISpethScoti(a
plump, elderly Human fémalc) ownsichc'other.
Most items from the ‘standaid equipment list can
be found betwecnmthe two shoeps, at the Castle
Keeper’s discrefion.

RESALE SHOP

dwo different stones in town buy and sell used
ISR, i 0 cladhime. soNIEMWEAPO T s. Vigor Riverhopper
(an excitable Halfling male) owns one, while
Meinnelda Heaghergast (a sultry Human woman in
her 30s) &wns_the other. Any items for sale in
either shap (sans” potions) are here for 3 price.
Items can be sold here for % their full price.
However, used weapons will break on an attack
roll of a 1, and used armor will break if hit with an
attack roll of a 20. Availability of items is left to
the Castle Keeper.
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SCRIBE
Tanta Hopesinger, an elderly female Halfling, can
translate texts, write letters, and provide other
duties of that sort (though she can’t make any
the the

Fallsbarrow) for reasonable prices.

sense of text on scroll found in

TAILOR
Illungii, a beautiful elven women, provides outfits
of plain clothes for 1gp, ahidamiddle-class clotdes
for 5gp.

TOOLS

Three differengiferoh 3nts(Den nEBIOMe, Gregory
Chetwoode (RGN argret(BAKEEN | NEIEMEP s with
generally pleasant ‘dispositions) sell a“variety of
mundane tools(farming, gardening, ranching, and
other equipment) to the townsfolk:

WEAPON SHOPr
The merchant elosest to the church, Nikodemus
Sanford (a male Human), sells the following.

Sap lgp Staff lgp
Club 5sp Sling 5sp
Mace, light 5¢p Warhammer 10gp
The other weapon merchant, Kralmuk
Uneerbrewer (a male Dwarf), sells the following:
Arrows (20) 2gp Dagger 5¢p
Arrow (1), Dagger, silver 100gp
silver tipped  2gp Shield,

Axe, battle  15gp medium steel 20gp
Axe, hand  5gp Sword, short 15gp
Bow, long 100gp Sword, long  20gp
Bow, short ~ 45gp Sword,

two-handed ~ 40gp




Starting The Adventure
Start by reading the following to the players:

1 — Gerran From The Grave

Lunch at The Obedient Squirrel was surprisingly
good. Jella, the barmaid, mentioned that the goat for
the stew had been slaughtered just that morning.

While you dined, the lot of you came to realize you
were all about to embark on a common quest:
collecting the head of Irrug, a kobold trying to
establish a tribe in the nearby Crimson Caverns.
Gerran Hillfall, a local braggart, came in to boast
that he and his fellows were off to slay the creature as
you were finishing up your meals. By the time you
were able to grab your gear and set off, Gerran had
gained a half hour head start. Hopefully there will
still be glory enough left for you!

The travel to the caverns is roughly a three mile hike
after crossing the river by ferry. There’s no path, but
occasionally along the way you spot signs of Ger:
and his friends’ having recently passed though.
two hours of difficult hiking through wooded and hi
terrain, the trees break and in the clearing you
mouth of the Crimson Caverns.

The Caverns
A large crystal slowly throbs
in the lower portion of
light, like veins of precio

Att: spear Dmg: 1d6
Special: dark vision, light sensitivity
Save: P Int: Avg D: LE XP: 5+1 (8 each)
HP: 3 each

Three freshly dead bodies are sprawled on the
ground; they are Gerran and his friends. The PCs
arrive just in time to witness Gerran rise as a
zombie and attack them. Between them they have
2 short swords, 1 dagger, a chain mail shirt, 2 sets
of leather armor, 6 torches, 50’
tinderbox, two full water skins, 20g

GERRAN THE ZOMB
AC: 12 Lvlk: 2 (d8)
Att: bash Dmg;:
Special: slo
Save: P Int?
HP: 13

who are anticipating
will try and surprise the PCs
t begins, one will flee to warn
e have a total of 36cp between

15 Lvl: 1 (d4) Size: S MV: 30’
spear Dmg: 1d6

pecial: dark vision, light sensitivity
ve: P Int: Avg D: LE XP: 5+1

50 Vb LA
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'IBDhe (Crimsoe

(Cayerns-)Leve 11

3 — Trophy ?‘w

One square equals 5

4 — Going Down

aseend % avern. At least one
eads a spikes are posted in

or s cavern. Some are
Té ile ‘0thers are many years old.
There’s a 20% > that a PC recognizes one (or
more) of ding at least twenty minutes
s a platinum bracelet worth
1,500gp which is buried superficially in the loose
dirt.

searching

12

The steps to this cavern descend 10’. A sinkhole
in the southwest corner drops 60’ further down to
the lower level of the caverns. There is a rope
ladder of kobold make leading down the hole, but
it can only support the weight of about four
kobolds at a time. If anything heavier than 120
pounds uses it, after about a 20’ decent the ladder
breaks. Roll 1d4 to determine the height at which
it broke, in tens of feet (on a 1, it breaks only 10’
from the bottom, on a 2 it’s 20’, etc.). A Dexterity
save with a CL equal to the d4 roll will reduce the
damage by half.



5 — Every Last One

The steps to this cavern descend 20’. Pallets for
sleeping, made of filthy rags and straw, are
scattered about. Six kobolds defend this lair and
the three females and ten young (non-combatants)
who are in here with them. Once the aggressive
males are dealt with, the others are easy enough to
dispatch without combat rolls being needed
(though they’re worth no XP). A half hour spent
searching through the pallets reveals 130cp, 600sp,
and 10gp.

KOBOLDS

AC: 15 Lvl: 1 (d4) Size: S MV: 30’
Att: spear Dmg: 1d6

Special: dark vision, light sensitivity
Save: P Int: Avg D: LE XP: 5+1
EERE453 532,151

6 — Bones

Bones from a few different creatures litter th
beneath the drop here. Otherwise this are

empty.

7 — Just Shrooms...

The steps to this cavern ascend
yellow striped, sweet smelling
the floor of most of this
five minutes of being pic
to breathe underwater

8 — Shrooms.

rn. Another
room, these
They’re tasty, but
iding among them
from the spider forces
with the effects negated on a
damage on a fail. If failed, on
ther save must be made or a
age is taken, and 1d2 points of
Strength are lost for 1d12 hours.

GIANT SPIDER (SMALL)

AC: 14 Lvl: 1 (d4) Size: SMV: 10’ (climb 10°)
Att: bite Dmg: 1d4

Special: poison, web, twilight vision

Save: P Int: Animal D: N XP: 9+1

HP: 4

9 — Grak’s Grafhti

Scrawled in the common t
wall are the words:

reak into a

n, light sensitivity
vg D: LE XP: 5+1

Of Course They Do...

rom a large pile of bones near the southwest wall,
ur skeletons animate and attack. Hidden among
the remaining bones is a diamond worth 750gp.

SKELETONS

AC: 13 Lvl: 1 (d12) Size: M MV: 30

Att: spear Dmg: 1d6

Special: undead traits, resistance to piercing and

slashing weapons
Save: P Int: Nil D: N XP: 5+1
HP: 8, 8, 6, 4
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14 One square equals 5’




— Ribbit

15 — Dangerous But Worth It

A giant toad makes its lair here. It isn’t hungry
and won’t attack unless the PCs get too close.

GIANT TOAD

AC: 16 Lvl: 4 (d8) Size: L MV: 20’ (jump 40’)

Att: bite Dmg: 1d4

Special: leap, twilight vision, swallow, camouflage
Save: P Int: D: XP: 190 (90+4)

HP: 25

13 — Irrug’s Chamber

The steps leading up to this small cavern ascend a
total of 35’. The kobold chieftain Irrug and his
kobold bodyguards can be found in this small
cavern. Irrug wears a gold necklace with a ruby
pendant worth 300gp, and the guards each have
36sp between them in their belt pouches.

IRRUG

AC: 17 Lvl: 1 (d8) Size: S MV: 30’
Att: short sword Dmg: 1d6

Special: dark vision, light sensitivity
Save: P Int: Avg D: LE XP: 21 (5+2)
HP: 8

KOBOLD BODYGUARDS
AC: 16 Lvl: 1 (d6) Size: SM
Att: spear Dmg: 1d6
Special: dark vision, lig
Save: P Int: Avg D: LE

HP: 6, 5,5, 4
Qﬂﬁﬁﬁ! k e ground. It detects
ature touching it must
ution save or take 2d4 points
<ills a creature, it rises as a
zombie ¥ minute of dying. It cannot be
destroyed, at'least by any forces available to first
level characters...

room, a four foot

of damage

|
W

The southern portion of this cavern slops down
about 10’ and is submerged in clear, cool water
which a giant crab calls home. It won’t pursue
anything out of the cavern, but is savage if its
waters are invaded.

In the back of the pool, under wa
iron chest that is rusted shus(CL
to break open; the rus
being picked). It ¢
Potion of Gas For
Light Wounds

: 97 (40+3)

ings Up

ug’s head back is worth 100gp, as per
ather Coldmantle throws in a Potion of
ga t Wounds for each PC as well (no XP as
were given, not found). Additionally, the PCs
1d each be rewarded 500XP each.

Brink’s Countryside

If you'd like to expand the adventures and have
your players explore the countryside as they travel
to and from sites, you can roll for random
encounters. A check should be made on the way
to a dungeon and on the way back, with

encounters happening on a 1. During the day roll
1d6; if it’s night time roll 1d12.

THE BRINKWOOD (1D12)

1.2 1d4 small giant spiders 89 1d4+1 bandits
3 1 black bear 10 2d4 strixes

4-5 1d6+2 gnolls 11 2d6+4 bandits

6-7 2d6+2 goblins 12 1 valdranc
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THE HILLS (1D10)
1 1d4 small giant spiders
2.4
5 1d6+2 gnolls

6-7 1d4+1 bandits
1 black bear 8-9 2d4 strixes

10 2d6+4 bandits

THE GRASSLANDS (1D12)

1 1centaur trader (Human)

trader (Halfling)

7-8
2-3 2d4+2 razorback boar 9

4.5 1d3 wolves 10  1d3 mountain lions
6 1d8 venomous snakes  11.12 2d4 skeletons
THE RELIC OF FALLSBARROW

One evening while the party is having dinner at
The Obedient Squirrel Father Stevyn bursts into
the common room, weeping hysterically. He
informs all of the townsfolk present that Ariabelle
has been stricken with a horrible curse, and
most likely die within the week.

If pressed for more details, Stevyn explai
Ariabelle had gone to explore some ruij
mountains just outside of Karaccia
across an artifact that spread corrup
soul just from looking at the ac
his pious magic has proven i
taint.

Two days will pass af
the general moodgi

e’s life. Stevyn
Church had
a goddess of death,
ites. An ancient tomb
s constructed near the town
en, a bit over 100 years ago
ra’ha was outlawed, and so
Fallsbarrow was sealed and fell out of use.

Father Coldmantle has come across a text that
details a relic of the Church which was sealed in
the tomb and is rumored to be capable of clearing
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any evil or malady, regardless its strength or
source. Explaining that the Church forbids him
from entering a temple of Sra’ha, he implores the
party to seek out this relic before Ariabelle
succumbs to her affliction.

If the party doesn’t take the job for free, Stevyn
will go on to offer a reward of 25 arty
member. If the PCs try and raise t

Stevyn; if the PCs lose|
become incredibly
only seek out a

his temper an
He will seek out

a daughter and is running on
ional though. Assuming the
elp, they should set out west
rrow the same day.

nce to the crypt is located just a bit over
iles west of town, amidst rolling, grassy hills.
nce proud-yet-simple mausoleum, 20’ wide by
0’ deep, stands mostly in ruins and completely
ertaken by weeds and wild flowers. Towards the
rear of the structure are stairs that lead down
almost 100’ into the darkness.

Fallsbarrow — Level One

Ceilings are about 12’ tall, unless otherwise noted.
Hallways arch to a height of 10’ in the center.
Many of the rooms have burial niches, about 2’
wide, 1’ tall, and 6’ deep carved into the walls;
rooms with this feature note their contents. Also,
unless noted, the interior of Fallsbarrow is pitch
black as it’s over thirty yards underground; PCs
without dark vision will need a light source. There
are no wandering monsters on the first level.






